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DRIVING CARS FAST 
ENOUGH TO ENTERTAIN 
EVEN SONIC, ON CRAZY 
TRACKS STOCKED WITH 
WISP POWER-UPS. 


gg 
W ANK 


a 


COMES FROM OR WHY HE 
HOSTS RACES. 


BLUE 
HEDGEHOG OR 
BLACK HEDGEHOG? 
WHO WILL SURVIVE? 
HOHOHOHO. 


SERIOUSLY, 
QZzZ 


AND ~ GAA of SY 
WE'RE J Va f 
Z\ LOSING! S ; 
Z_ \ WHAT?! ) thn). 
a th \Y a of 
> @ 


COOL SUMMARY, SONIC AND SHADOW ARE OFF 
TAILS. NOW HOW IN THEIR OWN LITTLE WORLD 
ABOUT WE FOCUS IN THEIR SPEED-TYPE CARS, 
BUT WE'VE GOTTA MAKE 
SURE TO WIN, TOO. 


RIGHT/ NX 
WE'VE GOT THE 


mY ...BUT MORE I'M COUNTING 
MATTERS THAN Y ON YOU TO OUTWIT 


— RI€ 
BON JUST HOW MANY ROUGE WITH YouR 
MILES PER —« TECHNIQUE-TYPE 
CAR SKILLS/ 


ROGER. — | 
I'VE NOTICED / : : SOMETIMES 

EVERYONE'S CAR I THINK I FEEL LIKE WE 
HAS AUNIQUE THAT'S THE KEY SHOULD CALL You 


TO USING KINETIC = :! 
SLIPSTREAM, 4 TOLISING KINETIC aa —_— BRAINS" INSTEAD 


ADVANTAGE! 


INDEED. 
YOUR CARS AND THE 
VIDEO SCREENS, 
CAN DO ALL ; 
TOO! MY EXPENSIVE 
SORTS OF RACE, MY RULES! 
THINGS! ' ! 
GAH! HOHOHOHO/ 
YOU CAN TALK 
THROUGH 
our CARS! 


ly 


YOU SHOULD 
FOCUS 
ON YOUR 
OPPONENT— 
ME. 


THERE ARE 
OTHER WAYS 
TO GET AHEAD. 
WATCH AND 
LEARN 
ABOUT — 


NOT 
COOL, 
wisPs/ 


I 
THOUGHT 
WE WERE 
POWER-UP 

PALS! 


—————]S— a: 
YOU WANT SS re L 4 , 
RESOURCEFULNESS, ——=$——\| 1q co / 
SHADOW? HERE'S ' 
SOME POWER FOR /- 
YOUR TEAM! 


ECHIDNA IMPACT BAT IMPACT 
EXPERIENCED. IMMINENT. 


WOW! THANKS * SURE You'RE 
FOR THE BOOST, NOT ON OUR 
KNUCKLES! TEAM? 


DON'T BEAT WY you susT 
YOURSELF — DISCOVERED 
uP! _, THE SKIMBOOST! 
I BET WE CAN 
\ PULL ONE OFF, 
p> «TOO! 


GRRRR/ YOU 
KNUCKLEHEAD. 


I DON’T KNOW WHAT 
YOU'RE PLOTTING, BUT 
WHATEVER IT IS—IT 
WON’T KEEP ME FROM 


CROSSING THE FINISH 


LINE FIRST! 


I GOTTA BUT GOING 
ADMIT, I WASN'T HEAD-TO-HEAD 
SURE WHAT TO WITH SHADOW AND 
EXPECT WHEN HIS TEAM IS WAY 


\ DODON PA INVITED MORE FUN THAN 
US TO RACE. 


DEALING WITH— 


IN THE FLESH, | 
\ HepeeHoss! 


7 NOWWATCH \ 
J a TRUE Genus } 
AT WORK! 


WELL, I 
SHOULD BE/ I'M 
THE COOLEST! 

AND I'LL PROVE IT 
WITH MY SWEET 


HOHOHOHO. 
HOW AMUSING! 
LET’S SEE WHAT 
YOU CAN DO! 


EGGMAN’S ARE You =. 
es Ses 
UNT ON IT. WwoRRI u 
: ARE You 
ddases KIDDING? IT's | Vl 
EGGMAN! THERE'S ¥ 
NOTA HANDICAP [in 
INTHE RACING f 
WORLD I CAN'T 
OVERCOME! 


WHAT?! HOW ARE I CHEATED SO 
YOU $0 CLOSE AWESOMELY! 
ALREADY? 


THEY'RE GANGING WISPS ARE WHERE 
UP ON ME/ I DON'T IT'S AT! GIMME! 
HAVE A TEAM YET, 

YOU KNOW! 


yy </ A LITTLE HELP? VEHICLE, SCHMEHICLE! Y 


HM, 
TRUE. PERHAPS 
SOME POWER- 
UPS CAN HELP 
OFFSET YOUR 
DISADVANTAGE? 


MANAGED! WE'RE 
ON PLANET WISP, 
AFTER ALL— 


. ( GOOD THING I'm Ae 
\ ALWAYS ONE STEP) Z 
AHEAD! 


I SURE AM 
GLAD YOU WISPS 
AREN'T HOLDING A 


YOUR ENTIRE 
SPECIES. 


WHAT'S 
WITH THIS WE 
GUY? IT'S LIKE STILL DON'T 
HE WANTS pt ap Ae 
EGGMAN TO E 
fae) TANUKI'S TRUE fees 
C2 MOTIVES. Ys 


= 
OSS 10 BE HONEST, I CAN'T 
EVEN REMEMBER WHAT ALL 
OF YOU DO! BUT I'M A 
SCIENTIST, BY GOLLY! 
EXPERIMENTING IS 
MY WHOLE DEAL! 


YELLOW DRILL/ FINALLY, 
— SEAFOOD 
X\\ THAT AGREES 


WITH ME! 


- \ * De 


LIGHTS OUT, 
LOSERS! 


OHOHOHO! N= 
DIS THAT — 
HEDGEHOG- — 
CRUSHING 
BEAT! 


THIS THINK WE CAN PUT OUR Hae Bes SONIC! LET'S V ME AND KNUCKLES 
RACE ISA DIFFERENCES ASIDE AND . TRY THAT WILL PULL AHEAD SO 
FARCE. FOCUS ON TAKING DOWN SLINGSHOT YOU CAN ZIP INTO OUR 
OUR MUTUAL ROBOT- f A SLIPSTREAMS FOR 
MAKING FOE? . A HUGE PUSH 


USUALLY I'D EORWARY: 


BE SUSPICIOUS, 
BUT I THINK WE 
COULD ALL AFFORD 


= VAY, 
TO BLOW OFF SOME i 
STEAM. LET'S ci —— GENIUS 


IDEA, PAL/ ] 


GUYS! THERE'S 
NO REASON WE CAN'T 
EXECUTE THE SAME 
TACTIC. ONLY 


STILL... I'M NOT 
SURE IF IT'LL 
BE ENOUGH. 


EGGMAN'S AS 
MEGA-CHEATING BAH! 
HAS BOTH OUR I'VE BEEN 4 YOUR SILLY 
TEAMS AT A HUGE THINKING THE PLAN CAN'T 
DISADVANTAGE... SAME THING, BUT y TAKE DOWN 
DON'T WORRY. 2A THIS... ERRR... 
I'VE GOT A L 


SAY, YOU EVER VI DON'T WANT 
WONDER IF WE TO ANNOY ANYONE, 
TALK ABOUT BUT IT'S IMPORTANT 
TO STAY 


VELOCITY TOO 
MUCH? ON-BRAND... 


FINISH LINE, 
EGGMAN! 


A FOREGONE 
CONCLUSION. 
AND I'LL BE 
PASSING YOU 
NEXT, SONIC. 


WHAT?! 

TEAMWORK? 
THAT'S 2 

CHEATING! 


7 AH WELL, I'LL 
CATCH UP. I'M 
ONLY COMPETING 
WITH MY MORTAL 


ROBOT WHO WANTS 
TO DESTROY ME. 
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ACTING ALMOST 
EH. —s AO NEAT DO YOU 
HAT'S WHAT . 


HM. TAILS IS 


WHAT DO you 
THINK HE'S UP 

EGGMAN. 10% 

KNUCKLES, 

COVER ME 


THE 
PLEASURE'S 
\ ALL OURS! 


LET'S STOP 
\ EGGMAN! 


TEAMWORK 


S— _ MAKES THE 
TEAMWORK? Wri) = € 
I'D RATHER —t) ) 
TEAMFISH... 


EGGMAN'S ALL I WANT 
TEAM VECTOR, ! NOT GETTING IS A PEACEFUL 
i AWAY WITH THIS. I TOMORROW... 


WANT DODON PA'S 
PRIZE MONEY! 


a Fer: 


MONETARY , 
REWARDS ARE BENEATH Vi 
A PRINCESS. I LIVE TO 
METE OUT JUSTICE! 


GUYS FIGURED 
OUT THESE CARS' 
SLINGSHOT 
MOVES? 


WISP ATTACK! 
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CLOSE IN FORA 


AND I'M 
HAPPY TO 
GET MY TEAM 
SOME EXTRA 
PRACTICE. 
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I'M GLAD you 


RADIOED, TAILS. / 
WE WERE GETTING / 

BORED WAITING 

FOR THE NEXT 


IT FEELS 
GOOD TO 
HAVE THE 
WHOLE CREW 


LOOKS LIKE 
I'LL BE PICKING 
UP A FEW EXTRA 

RINGS... 


TOGETHER! / 


OHH, A GREEN 
ONE... JUST LIKE 
FROGGY. I MISS 

FROGGY. 


I'M ALL 
FIRED UP/ 


HM, SO, 
7 SONIC AND : 
SHADOW TOTALLY 
PASSED ME... 
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WON! WHO 
WON?! ME 

RIGHT?! 


OH, RIGHT, é 
BLUE HEDGEHOG ..-L WASN'T © 
AND 8 REALLY PAYING 
, ATTENTION. §£ 


[| HoHOHOHO. a at 
BUT THAT 
EXPLOSION/ 
\ ISN'T RACING 
\ BEAUTIFUL — 


—AND 
DANGEROUS? 


§ | UNBELIEVABLE... 


ALL THIS TECH 
AND NO PHOTO 
FINISH? 


OHOHOHO 
?COUGHE I MAY 
NOT HAVE WON 
THE RACE, BUT I 

SURE DID RLI/N 
SONIC AND 
SHADOW'S! 


THOUGH. t ae 
THOU A 
Te Nien fal 1 EER 
WOLLD'VE Wi W, 

ler Ase — TO YOUR CONTINUED 

TEAM... PARTICIPATION WITH 
AT ar thi AFTER 
LL— 


—YOUR PASSION THINK YOU CAN HANDLE A 
AGAINST OVERWHELMING WINNER-TAKES-ALL REMATCH 


DS IS | IRING/ RING MY VICTOR ? TIME TO 
ODDS |S INSPIRING DURING MY VICTORY LAP ‘ane vouw 


MY SHADOW, 
SHADOW! 


EAT MY 
ULTIMATE 
LIFEFORM 

DUST! 


In anticipation of the exciting new game, Team Sonic Racing, IDW got a chance to 
talk to the game development studio, Sumo Digital, about their work and what we 
can expect for Sonic and his friends! 


IDW: First off, would the good folks on the Sumo 
side mind introducing themselves for our readers? 
Who are you, what’s your role at Sumo, and how 
are you working on Team Sonic Racing? 


IDW: The Sumo team has worked on other racing games, including other Sonic racing 
games like Sonic & Sega All-Stars Racing Transformed. How does Team Sonic Racing 
differ from other racing titles you’ve worked on? 


Team Sonic Racing is a cooperative arcade racing game, where collaboration and 
communication with your team is key—you’ve gotta play as a team to win as a team! 
It’s still a smooth and swift arcade experience, with the satisfying drifts and 
spectacular stunts you’d expect from the team that brought you Sonic & Sega All- 
Stars Racing Transformed, but racing alongside your friends, helping them out when 
they get into trouble, and working together to beat the opposition makes for a fresh 
and exciting racing experience! 


One of the things that appeals to me about TSR and that | often find lacking in other 
racing titles is a compelling story that’s told as you progress. Can you share insight 
into the process of developing a story that works with the game’s unique design and 
gameplay? 


Yes, the game features a brand new ‘Team Adventure’ mode, which in addition to 
testing your skills across a wide variety of challenges and races, also tells a brand- 
new Sonic story filled with your favourite characters! We worked closely with Sega to 
develop this mode, especially to answer all the questions we knew fans would be 
asking, such as: why would Sonic choose to drive a car when he can run even faster? 
You'll just have to play Team Sonic Racing to find out! 


Sonic has such a rich history to work from—and you can really see that in the cast 
and locations of the game. What were some of your inspirations for TSR? Were there 
any pieces of Sonic history that you were particularly excited to play with? 


Ever since Tails first airlifted Sonic to safety in Sonic 2, teamwork has always been 
part of the Sonic experience, so there’s been plenty of reference for us to choose 
from! Sonic Heroes was obviously an inspiration—it’s why our teams consist of 
three characters, as well as our inspiration for some of our team lineups. Beyond 
that, our characters and locations are drawn pretty widely from the Sonic universe, 
so we hope there will be something there for fans of all ages to enjoy. 


As for me, I’m quite excited we’ve been able to include Chao as a playable 
character, though if you look closely you’ll see there’s actually four Chao in the one 
vehicle, so they’re like a team within a team! 


Have there been any challenges in the process of making TSR? How did the team 
overcome them? 


Lots! Trying to pick our favourite characters and locations was a big early 
challenge, because there are so many to choose from! This caused lots of 
arguments in the office! Also making it easy and rewarding to play as a team whilst 
also racing around a track at breakneck speeds was pretty tricky—it took us many 
months of careful iteration and playtesting to get this right, but we think the 
results are worth it! 


We’re very glad to see Big the Cat returning to Sonic games as part of Team Rose, 
as he’s an office favorite. Who’s your favorite Sonic character? 


During races your teammates and rivals can talk to you over your ‘Team Comms’ 
system, for which we recorded over 5,000 lines of dialogue. So whoever is your 
favourite, | think you’ll find loads to enjoy! Personally | like all of them in different 
ways—I love Omega’s deadpan robotic sarcasm, and | adore Amy’s irrepressible 
enthusiasm—but if | had to pick just one, I’d have to go old school and pick Tails. 
Because, well, he’s a fox with two tails. Can’t get better than that. 


And finally, have you had a chance to try, and do you like, Sonic curry? 


Wait, they made curry from a hedgehog!? 
(Consults internet) 


..Ah, | see. Er, yes, well, personally I’m of the opinion that anything blue should 
not be eaten. BEGONE BLUEBERRIES, etc. 


DR. EGGMAN 


| 


FROM SCRIPT 
TO PAGE! 


Ever wonder how comics are made? Well as we just saw, things go a lot better with a little bit of team- 
work! Like Sonic and his friends, the writer, artist, colorist, production artist, editors, and wonderful 
folks at SEGA all got together to create this story! Now go behind the scenes as we show you how 
comics are made! 


Team Sonic Racing started, as most comics do, with selecting a writer and having him pitch on the story! 
We asked Caleb Goellner to step in and he knocked it out of the park! The story he pitched was almost 
exactly what ended up being written and drawn—though he also pitched stories that were documentary 
style explorations of the world of Team Sonic Racing and all the wisps highlighted here! 


Once the pitch was approved, Caleb began the script. The script lays out the action of each page and the 
dialogue of the characters. See here a page from the script, including a visual rough draft by Caleb of 
the page 16 layout! 


PAGE SIXTEEN 


| see this page as a grid that wraps an exasperated Eggman framed by speed lines with 10 cool inset (or 
standard) panels that show each racer launching or dropping their Wisps. I'll lay out one way it can work 
to pair each character with a personality-fitting Wisp. The panels are in no particular order besides 
Eggman’s, which is at the center. It may make sense to position the characters who are in front of 
Eggman in part of the page and those who are behind him in another, or to arrange them for maximum 
color contrast. Either way, thank you for drawing this crazy page! I’ve attached one possible - and 
terrible - layout option if it helps to ease the task. 


Panel 1 [CENTER OF PAGE]/ Eggman finally has a Wile E. Coyote moment as he laughs nervously, 
knowing the good guys are about to bring the pain. 


1. EGGMAN [TO HIMSELF]: Ohohohonooo... 


Panel 2/ Tails cries out the order to volley the Wisps as he launches his Orange Rocket. 


2. TAILS: Let ‘em rip! 
Panel 3/ Knuckles launches his Crimson Eagle Wisp. 
Panel 4/ Amy drops her Blue Cube Wisp. 
Panel 5/ Blaze drops a Red Burst Wisp. 
Panel 6/ Chao drops a Black Bomb Wisp. 
Panel 7/ Silver shoots a Grey Quake Wisp. 
Panel 8/ Vector launches his Pink Spikes. 
Panel 9/ Rouge drops her Violet Void Wisp. 
Panel 10/ Big innocently uses his passive Jade Ghost Wisp. 


Panel 11/ Omega launches his Cyan Laser Wisp. 


The script moves from Caleb to the editorial 
team who read it and correct any 
punctuation or spelling errors and give him 
notes on ways to improve the story. Once it 
clears their high bar, it moves to SEGA for 
approval. Fortunately, Caleb’s sucha 
talented writer that both editorial and SEGA 
had practically no notes! 


Then it was on to artist Adam Bryce Thomas. 
Adam was given the same concept art of the 
cars that we featured on the previous pages 
and with SEGA’s guidance and help from the 
game designers, began recreating the visual 
world of Team Sonic Racing in comic form. 
Obviously, besides the reference from SEGA, 
his guide on the art was Caleb’s script. See 
how his inked pages match up to Caleb’s 
scripting! 


The next step in the process, once SEGA’s 
happy with the line-art (the name given to 
the black and white pencils and inks Adam 
turns in), is coloring! Elaina Unger was given 
more of the same reference Adam got earlier 
and began coloring his art. As fine as 
Adam’s inks look, they just wouldn’t be 
Sonic’s vibrant world without Elaina’s bold 
colors! 


The colors help add depth to the world, both 
literally and figuratively! For example, one of 
the things Elaina had to be particularly 
watchful for is the way in which the head and 
taillights shine and affect the color of the 
things around them! 


ROGER. 
I'VE NOTICED SOMETIMES 
EVERYONE'S CAR I THINK I FEEL LIKE WE 
HAS A UNIQUE THAT'S TI 
SLIPSTREAM. 


HE KEY 

. 4, TOUSING KINETIC 

CONTACT TO OUR 
IDVANTAGE! 


OUR CARS: 


Finally, once all the art is done and 
approved, the book enters production. 
Letterer and designer Shawn Lee puts the 
dialogue and sound effects on the page so 
you can actually read the comic! Plus, he 
assembles each and every part of the book, 
including this script-to-page rundown! 


Once everything’s assembled, the whole 
creative team, the editors, and the team at 
SEGA review the book for any mistakes. If 
there are none to be found, the book is 
officially complete! 
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METE OUT JUSTICE! 


What’s up, Sonic Letters Squad? Hope you 
all enjoyed that fast-paced, action-packed 
race and that it got you even more 
psyched for the upcoming game! Hat’s off 
to our spectacular pit crew on this one: 
Caleb Goellner, Adam Bryce Thomas, 
Elainia Unger, and Shawn Lee! It’s their 
teamwork that made this dream work! 


Now as we gear up for the next lap, let’s 
take a look at letters and fan art! 


Art by Tyana Bentley 
My name’s Tyana Bentley. 


I’m a huge Sonic fan. | just wanted to say 
that | enjoy the Sonic comics so far. | was 
six when | first fell in love with the blue 
blur, he had helped me through a really 
rough time. I’m now 18 (turning 19 soon) 
and | still am a fan of the blue savior. | 
hope | don’t change. 

Anyway if this ever makes it into the fan 
art page, | want the readers to know: you 
don’t stop playing because we grow 

old; you grow old because we stop 
playing, so play on guys! 


Hi Tyana, 


Glad to hear you’re enjoying the comic and 
that Sonic’s been such a big part of your 
life for so long! And thank you for your 
lovely fan art. It’s always nice to see Sonic 
in a quiet moment after so much action! | 


think you’re right about growing old, so 
IDW and SEGA will be there to keep playing 
and help you all play too! 


Hello there! We’re an Argentinian fan club 
for Sonic the Hedgehog. This big, but 
humble, community is called “Sonic Fans 
Argentina” and it was created in 2011, 
when Sonic celebrated his 20th 
anniversary. 


We are used to organizing meetings in 
many different places in Buenos Aires, to 
do recreational activities like thematic 
games, drawings and, of course, talking 
about Sonic. This is the way we express 
our love and affection that we all have 
towards our favorite hedgehog. 


And last but not least, we would like to 
thank you for your amazing work with the 
new comics. We can’t wait any longer to 
see how this exciting adventure continues. 
Hugs and greetings from Argentina. 


Hi Sonic Fans Argentina, 


That’s amazing! One of our favorite parts 
of Sonic is how he brings people 
together—be it his friends in this race or 
fans like you! Being able to build a 
community and share in the comics and 
games and just stuff that we like is 
wonderful and it looks like you’ve all made 
a great group! Here’s hoping you have 
enough controllers for everybody! 


Photo by Sonic Fans Argentina 


I’ve been a massive Sonic fan since the day 
the first Sonic game was released. | played 
the very first Sonic games constantly and 


grabbed every piece of merchandise out 
there. We would even have dress up days 
at school where we could dress as any 
fictional character we liked. | chose Sonic, 
of course! My favourite era has always 
been Classic Sonic but | have to say I’m 
loving what you are doing with Modern day 
Sonic and would love a Classic/Modern 
crossover. | have a lot of rare and favourite 
Sonic stuff in my collection, but I’ve never 
had a Sonic comic that has my name in 
print inside. Please make this happen to 
make my collection extra special! 


Scott Harriman 
Hi Scott, 


Well, consider this a dream come true, 
your name in print in a Sonic book—and a 
special one at that! No plans for any 
Classic/Modern Sonic crossovers any time 
soon, but never say never. They’ve crossed 
over in the games, so maybe we'll see ‘em 
both in print some day! And if we ever do, 
maybe we’ll have a picture of you from 
those dress up days to run in it too! 


Hey guys, just wanted to say that these 
comics are way past cool, and also | found 
this drawing of Sonic that | did in 4th 
grade | think it was? Anyways, that’s when 
| was first getting into the franchise, but 
now I’m a huge Sonic nut, sometimes | 


even tell my science teacher facts about 
The Blue Blur that relate to the lesson he 
taught. I’m kind of glad that the comics 
got a restart because now | can get into 
those too. Well that’s all from me, keep up 
the great work. 


Parker Lloyd 


Art by Parker Lloyd 
Hi Parker, 


That’s a cool old drawing of Sonic! It’s so 
neat to be able to find these pieces of 
Sonic fan art that we made when we were 
younger! A while back, we actually had 2 
scientists come in to do a talk about the 
Physics of Sonic with some IDW staff and, 
well, they’d probably be happy Sonic and 
friends are driving cars in this one, 
because real hedgehogs just can’t go that 
fast! Keep up the interest in science and 
Sonic, but don’t become an evil Doctor like 
Eggman! 


That’s all for now! Hope you enjoyed this 
special issue! Don’t forget to send your art 
and letters to letters@idwpublishing.com, 
and make sure to mark them: “OKAY TO 
PRINT!” And we’ll see you on the IDW Sonic 
Comics Squad Facebook group! 
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WHUH-OH— 
THAT DOESN’T 
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MILITIA! 


+ALL 
THIS TERROR 
MIGHT BE 
WORTH IT IF IT 


ET TO SAY 
SONIC WINKED 
AT Me/ 


ISSUE 
- y N IG 


ne BoEnUSG 


ares ine 


